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A 3D modeling of urban area can be composed the terrain modeling that can express specific and shape of
the terrain and the object modeling such as buildings, trees and facilities which are found in urban areas.
Especially in a 3D modeling of building, it is very important to make a unit model by simplifying 3D structure
and to take a texture mapping, which can help visualize surface information. In this study, the texture mapping
technique, based on library for 3D urban modeling, was used for building modeling. This technique applies the
texture map in the form of library which is constructed as building types, and then take mapping to the 3D
building frame. For effectively apply, this technique, we classified buildings automatically using LiDAR data and
made 3D frame using LiDAR and digital map. To express the realistic building texture, we made the texture
library using real building photograph.
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